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EDITORIAL 


g1 Community 
Censoreship? 


So | was very silent behind the 
community's reaction on the last 
issue but think | should address 
once in for all about the type of 
articles the magazine accepts. 
Primarily this magazine is about 
| the community, their work and 
support around the material they 
submit; sure we are a gaming 
community but that hasn't stop 
anyone here to write blogs diffe- 
rently from video games. There 
are movie, anime, T.V. series reviews, rants about certain games, movies, 
art, streams or anything each 91 would like to share and openly, this com- 
munity has accepted their opinions about these themes outside the Vi- 
deo Game genre. 






So what the hell happened last issue? Well unfortunately there is a lot of 
controversy behind a well-written article about My Little Pony: Friendship 
is Magic, this article brought into the conversation the hate behind the 
series by most ofthe 91° reading the magazine and claiming that the ma- 
gazine was oriented only to video games and that My Little Pony or other 
type of articles shouldn't be in this magazine. Hell, even some decided not 
to even look at the magazine because there were ponies in it. 


My respond to most of these comments is: Shut Up and enjoy the magazi- 
ne. This projects content is done for 91's by 91°, if they want to talk about 
magical ponies, pedo-bear approved anime, ranting about any kind of en- 
tertainment material and even their experiences with the gaming, anime, 
nerd or whatever, is permitted on the magazine if it is a well-wirtten arti- 
cle. We are the 91 community; we, as a community, are really open mind 
it to everyone’s taste and we do respect the opinion of everyone else as 
long as it does have a valid point and is not some kind of trolling (we are 
better than that). 


If you still feel to boycott the magazine just because there are”ponies” 
Pil say stop being a hypocrite. On the “1 year later’ issue, the most viewed 
magazine of all, there were 2 articles about My Little Pony and there 
wasn't a single objection or comment about it. Not a single one. So your 
negative respond to the latest issue is just pure trolling and hate to so- 
mething people like and that is “mainstream” right now. Like it or not, the 
magazine will still be open to these articles if these are well-written and 
have a point to discuss. 


If you still have a problem on how the magazine is being manage, please 
contact me directly and complain about it respectíuly, but just complai- 
ning because you don't like it won't get you anywhere and if you are still 
пої satisfy about how I’ve been managing the magazine, you can try and 
talk to Graig, who gave me the permission to put the name “ScrewAttack” 
on this Magazine, a magazine for the community, this gaming community 
that has the freedom to speak, blog and share about anything they like, 
so we will keep it that way. I won't let something like this censor the y1's 
articles, reviews and opinions. 


Good Day. 
Hybrid Rain 
Gerardo Mejia 
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THE INTERROGATIÓN 
@ REVULSIVE 


$1 Alpha Unit interviews a member whose 
photoshop abilities changed the way we 
looked af SerewAltack’s very own 
Professional Jared 


-— SCREWATTACKIMAGAZINE - FEBRUARY 





So, did you have a nice day? 
Not bad, not great. 


Hmm... Well, Albert-REVULSIVE-Mr.Gay, how are the 
photoshops going along? 


Pretty good. | have enough suggestions to finish out the 
month. | have some plans for what I'm gonna do with the 
leftovers. 


Wait, so how'd you get into photoshopping? | want to 
know your origin story... 


| started using Photoshop maybe... 8 years ago? | wasn't 
very good and none of the pictures | made were very 
funny. | learned enough that once | got to ScrewAttack 
| was able to use it well enough. I've gotten much bet- 
ter since then and a lot of my early work just looks bad. 
| still wouldn't consider myself an expert in Photoshop 
though. 


So who or what got you into Photoshop? 
No idea. 
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You just sort of 
started, huh? 


Pretty much. The 
years in between 
when | started 
using Photoshop 
and when | joined 
ScrewAttack are 
kind of just blank; 
nothing very in- 
teresting happe- 
ned. 





When did you first catch a glimpse of ScrewAttack? 


Brentalfloss announced on his YouTube that all of his vi- 
deos would ONLY BE ON SCREWATTACK. 


This prompted the YouTube community to freak right 
the fuck out; "WHAT THE HELL IS SCREWATTACK?" 
"Screwattack sucks!" etc. | decided to check it out regard- 
less and | stuck with them since then. 


Hmm... Was it the community aspect that made you 
stay? The videos? What made 
you like it? 

It was the videos. | liked Hard 
News, | liked COTW, and | liked all 
of the Gametrailers stuff. 


Is Jared your favorite ScrewAtt- 
ack staff member? If he is, why? 


NOPE! | LIKE BEN THE MOST. No, 
of course it's Jared. He essentially 
makes me who | am in the com- 
munity. 


Sowhydo youlike himthe most? 
He likes most of the games | like 


and he has opinions | usually agree 
with. Plus, you know, dumb faces. 


So if you love him, then why do 
you go out of your way to embar- 
rass the shit out of him? 


It makes me laugh, it makes other 
people laugh, and as far as | know it 
makes him laugh. | think if he didn't 
like me Photoshopping his face onto 
things he would have asked me to 
stop by now. 


Have you met Jared in real life yet? 
Nope. 

Do you plan to? 

| think | gotta at some point. 


If Jared left ScrewAttack, would 
you stop posting photoshops? 


Probably. | mean yeah, | Photoshop 
other people from time to time, but 
nobody makes faces like Jared. 


Can you photoshop Jared into Kim 
Kardashian? 


Ehhhh....| mean | can, but... ehhhh.... 


Aww...Okay... Welp, moving on. 
What was your favorite video 
game as a kid? 


| guess Mega Bomberman, aka Bom- 
berman '94. Pretty much everybody 
in my family was obsessed with pla- 
ying it at one point. 


What console was it on again? 
Mega Bomberman was on the Ge- 


nesis, '94 was on the TurboGrafx16. I 
had Mega Bomberman personally. 


What's your current favorite game? 


That's hard to say. Skyrim is probably 
the safest answer. 


What consoles do you currently 
own? 


EVERYTHING. No retro consoles 
though because | am a stupid. | don't 
remember what happened to my 64, 
| MIGHT still have my Genesis, but my 
parents sold our NES a loooong time 
ago. 


Do you have any siblings? Did you 
ever play with them? 


Yes, sisters. Not often. The only one 
that likes video games to some ex- 
tent doesn't live around me. 


Did it suck being the only guy? 
Not really. 
Who was your best friend as a kid? 


| had a few. The first friend | had | 
made before even joining school. He 
was my age and lived on the same 
street as me, so we hung out a lot, 
played video games, whatever. 


| guess the second best friend | had 
was a new kid around grade 3 or 4. 
He also lived pretty close, like a block 
away. Played video games a lot. | 
think he introduced me to Battle- 
toads, so he's basically an asshole. 


Knew him for 2 or 3 years, he even- 
tually moved away and went to a di- 
fferent school, | didn't see him again 
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until high school and by then things 
were just different. After him, there 
was a kid | knew all the way up un- 
til high school who | hung out with 
all the time. PLAYED VIDEO GAMES, 
all that crap. He moved WAAAAY the 
hell away after | got to high school 
though. 


Is your social life still alive and 
well? 


МОРЕ. | mean | do have a best friend 
NOW, but | don't actually know him 
in real life. l've known him for like 5 
or 6 years though, so we're basically 
boyfriends, right? RIGHT. 


Uh...Okay. Are you planning any- 
thing big after 31 Days of Jared? 


Big? No. But | do have something 
planned. 


Can you give me a hint? 


Eh, may as well just say it since it's not 
that big of a deal. After the 31 Days 
are over, l'm doing overtime to finish 
off the suggestions. | wrote down 
everything that | want to do, so I'll 
only add suggestions to it if they're 
really good. 


Cool, man. Any last words for the 
g1 community? 


| appreciate all of the feedback I’ve 
gotten on the pictures l've posted on 
Screw Attack, on twitter, and even on 
Facebook. | love reading everything 
you guys have to say, and | do con- 
sider ALL of the suggestions | get. 
Keep it up, g1s! 


L 
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WRATH 


Release Date: February 21st (NA), 24th (EU) 


Platform: PS3, Xbox 360 
Hype Level: 7/10 


g1 MadHero15 thinks: 


Capcom has become more and more reluctant to make 
new IPs, focusing rather on established franchises like 
Resident Evil or Street Fighter. Not today though, as 
Capcom, together with CyberConnect2 (.hack, Naruto, 
Solatorobo) seek to answer the question: what if God of 
War was made in Japan and had some sci-fi elements? 
Well, let's ind out 


Asura lives a content life with his beautiful wife and 
daughter. Things go bad when he's framed with the 
murder of the emperor. His wife is killed, daughter kid- 
napped, and Asura is banished to Earth. After 12 millen- 
nia, he's free, and naturally, quite pissed. Now he wants 
to kill Deus, the god who truly killed the Emperor, and 
save his daughter. Asura's not alone, as his former friend 
Yasha starts to think Deus might not be very just. 


Gameplay wise it's essentially a beat m’ up. The fights 
change the angrier Asura gets. Once you may have no 
arms at all, at other points you have 6 of them. You also 
can control Asura during cut scenes, which affect the 
gameplay. 


As said before, Capcom is shy when it comes to new 
IPs. While CyberConnect2 doesn't have the smoothest 
track record (the .hack and most Naruto games are kind 
of mediocre, though Solatorobo is freaking awesome), 
they're masters in cinematic and awesome action. It'll at 
least be awesome to look at. We'll see if it's awesome to 
play soon enough 


Thumbs Up/Down: a very Angry Thumbs Up 











SYNDICATE 


Release Date: February 21st (NA), 24th (EU) 
Platform: PC, Xbox 360, PS3 
Hype Level: 6/10 


g1 MadHero15 thinks: 


When a game series gets rebooted, it’s more polari- 
zing, some fans welcoming its return, while others an- 
gry at the fact that it's different. That's the case with 
Syndicate, an isometric strategy game turned into a 
FPS. Was the change successful? 


The year is. 2069. Politicians are gone and instead re- 
gions of the civilized world are controlled by mega- 
corporations known as syndicates. They offer neural 
chip implants to their customers for services such as 
banking and such. However, it also gives them a lot of 
control over a persons life, and business has become 
a war for complete dominance. You are Miles Kilo, an 
agent who's most likely going to stop this. 





Alot has been done with the FPS genre, and Syndicate 
seems to go the route of Crysis and Deus Ex (I know, 
not a shooter, a RPG). As in, aside from just shooting, 
you'll also upgrade yourself using the chip in your bra- 
in. This allows you to get abilities such as freezing time 
and several hacking mechanics. 


Unlike X-COM, which is taking a similar and far more 
controversial route, Syndicate seems to know its roots; 
yet updating itself for a modern audience. | myself 
have not played the Syndicate games .(l was but a fetus 
when the first game came out), but І feel that both EA 
and Starbreeze (Darkness, Riddick) know what they're 
doing, and bringing.an interesting experience to-us. 
While I'm still somewhat cautious, Syndicate is looking 
good. 


Thumbs Up/Down: A rebooted Thumbs Up 
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UnchaAaRTEE: IN И оз = Пе Бу 


Release Date: February 22nd 
Platform: PSVita 
Hype Level: 6/10 


g1 MadHero15 thinks: 


Yes, there's a Vita preview, but that one requires more 
words than just 1 page (the maximum amount for the 
previews). With that out of the way, here's the real pre- 
view. The 3DS had a rocky launch due to mediocre ga- 
mes at the start. Sony must've paid attention, because 
the Vita will have Rayman, Marvel vs Capcom, and more. 
The crown jewel of this launch lineup is undoubtedly 
Uncharted. Is the Golden Abyss gold on the vita? 


Taking place before the first Uncharted, Nathan Drake 
is looking for a golden city in Central America called the 
Golden Abyss. He's thrown into a rivalry between Jason 
Dante, his old friend, and Marrisa Chase, granddaughter 
of a famous archeologist. 


You'll get the typical Uncharted experience in the palm 
of your hand. The game will retain its action, platformer, 
third person shooter roots, along with amazing set pie- 
ces. Touch and motion controls are there, but are optio- 
nal (thank god). This would also seem like the perfect 
moment to say that Naughty Dog did not make this 
game (SONY Bend did) 


l'm not particularly sold on a portable Uncharted. Sure 
it's cool, but Uncharted is a game that relies so heavily 
on huge set pieces and | feel their value is lost on the 
smaller screen. Plus, Naughty Dog not being in charge 
is a downer, considering the pedigree they have. While 
| won't get Golden Abyss (or a Vita in general), it looks 
fun and | think the people who'll get a Vita for this game 
won't be disappointed. | just won't be part of them. 


Thumbs Up/Down: A golden Thumbs Up 














SSX 


Release Date: February 28th (NA), March 2nd (EU) 
Platform: Xbox 360, PS3 
Hype Level: 7/10 


91 MadHero15 thinks: 


Gather around kids, and let me tell you the story of 
SSX. Back in the PS2 era, it was one of the most po- 
pular series out there. All the games were well recei- 
ved and they had a solid fan base. All of that passed 
when the 360, PS3, and Wii, and suddenly it was dead 
(though there was a Wii game called SSX: Blur). Now 
it's back, but can it wipe of the stench of the awful an- 
nouncement trailer at the VGA's? 


Unlike some of the other games, the reboot will con- 
tain actual mountains such as the Himalaya's, Andes, 
and the Alps (thanks to some NASA technology, the 
mountains will be as realistic as possible). Some cha- 
racters are also back, such as Eddie Riggs, Moby Jones, 
Zoe Payne, and more. New additions include helicop- 
ter jumps, wingsuits, and avalanches. Both versions 
will also have exclusive characters. The PS3 version 
will get Nathan Drake and Jak from Jack and Daxter, 
while the 360 version will get the 2 Miss Universe win- 
ners Dayana Mendoza and Stefania Fernandez (um.... 


yay....) 


While І wasn’t the biggest SSX fan growing ир, I’m glad 
that the franchise is coming back from the grave. EA 
also seemed to have learned from the backlash that 
the first gritty trailer, and has brought the series back 
to its lighthearted route. Add in a bigger world with 
less invisible walls, and probably some really tense 
moments (snowboarding on the Himalaya's while an 
avalanche is going on? Count me.in), and hopefully 
the series is back in full form. 


Thumbs Up/Down: A Tricky Thumbs Up 
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-VIDEO GANE EVO E 


Guosr Recon F urure S>SLDIER 


Release Date: March 6th (NA), 9th (EU) 
Platform: PS3, Xbox 360, Wii, DS, PSP 
Hype Level: 5/10 


91 MadHero15 thinks: 


It's been a long time coming, but it seems that the 
Ghosts are finally being called back into action. This 
game, which suffered countless delays, is finally co- 
ming. The Future Soldier is here. Was it worth the wait 
for all the fans of these games, let's see. 


While the Wii and PSP versions have different storylines, 
this is the one for the 360 and PS3. Its 2024, and an ultra 
nationalist group has taken control over Russia (why is it 
always Russia, the Cold War is over, get over it). Because 
of that, they've fought and conquered the Middle East, 
Norway, and Asia. As 4 Ghosts, you must stop the evil 
Russians. 


Future Soldier could be described as another cover- 
based TPS, but that’s selling it short. If you shoot from 
cover, it turns into a first person mode. Also, cover is 
destructible, so you constantly need to find new cover. 
You can also turn invisible for a while, but the biggest 
addition is the crazy amount of gun customization, 
which goes above and beyond what other shooters. If 
you have Kinect, you can add more to the gun crafting 
experience. 


Aside from the cool gun crafting, | can't say I'm really 
excited about Future Soldier. | don't think it's a bad 
game, far from it even; I’m just not very interested in it. 
l've never really cared about the Tom Clancy games, and 
this one won't change my mind. Fans of the series will 
probably find it to be worth the wait. | however, don't 
see much reason to get this, especially with all the other 
cool games coming out. 


Thumbs Up/Down: A futuristic Thumbs to the Side 








Mass Erreer 3 


Release Date: March 6th (NA), 8th (AUS), 9th (EU) 
Platform: Xbox 360, PS3, PC 
Hype Level: 10/10 


91 MadHero15 thinks: 


Taking place after ME2, The Reapers have become 
quite pissed at Commander Shepard, and will now 
launch a full scale invasion (considering that in both 1 
and 2 you had trouble killing one Reaper, this'll most 
likely be tough). Shepard has to get the galaxy's civi- 
lizations together and stop the evil Robot Ship army. 
This is made harder because Cerberus (the company 
you worked for in ME2 has become pissed at you and 
wants to kill you (even when you did Renegade and 
helped them) 


Mass Effect 3 will have some changes in design com- 
pared to ME2. There's more of a RPG in there now, with 
a more detailed leveling system and more weapon 
customization. Combat has been refined as well, with 
this time bigger Third Person Shooter vibe. Moving 
and shooting is no longer suicide, and the cover sys- 
tem has been improved. The biggest change however 
is multiplayer, which features a separate campaign 
which could affect the main one (it's entirely optional 
though) 


As you probably figured out, I'm immensely excited 
for Mass Effect. While the series will be over after this 
game, | think the series will go out with a bang. An 
epic story, tense gameplay thanks to improved AI, and 
some interesting multiplayer (not something | wan- 
ted, but how bad can it be), and you'll have an early 
GOTY contender. | can't wait to play this game and 
kick some Reaper ass. 


Thumbs Up/Down: 
A huge Thumbs Up, can't give a bigger one. 
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STREET Fiootrer < TEKKEN 


Release Date: March 6th (NA), 9th (EU) 
Platform: PS3, Xbox 360, Vita, PC 
Hype Level: 6/10 


g1 MadHero15 thinks: 


Capcom loves 3 things. Nickel and diming their fans 
with outrageous DLC, using their old franchise to bits, 
and crossovers. This time its crossing over Street Fighter 
with the Namco series Tekken. While both feature dras- 
tically different gameplay, will the 2 fighters be a cool 
crossover, or simply not gel? 


Since its Capcom who's in charge, the game will follow 
the style of Street Fighter (Tekken X Street Fighter is 
next year). It can probably best be described asa combi- 
nation between SF 4 and Tekken Tag Tournament. New 
additions are the Gem system, which allows equipping 
2 gems with different properties, and Pandora mode, 
which is basically X-factor from MvC3. The PS3 and Vita 
version willalso have exclusive characters in the form of 
Cole McGrath from Infamous and their 2 kitty mascots 
Toro and Kuro. 


I'm terrible at fighters. | like them, but | suck at them. 
And with Brawl, MvC3, and Mortal Kombat, the fighter 
inside me has been stilled. Henceforth, | will most likely 
not buy this probably awesome crossover. Still, the me- 
chanics look fun, it looks great and over the top, and 
Zangief finally gets to wrestle a bear. That just made the 
game worth existing. 


Thumbs Up/Down: Bear Wrestling Thumbs Up 











МГ кв PartY 9 


Release Date: March 11th 
Platform: Wii 
Hype Level: 4/10 


g1 MadHero15 thinks: 


Despite the Wii being the party machine of Ninten- 
do, the Mario Party series has only graced the conso- 
le once (the pretty awful 8th version). Not for much 
longer, as 9 will be part of the Wii's final breath when 
it hits this March. Is a new developer and 5 year wait 
enough to find its footing again? Let's roll the dice and 
see. 


| really don't | should have to explain how Mario Par- 
ty goes. Every gamer has played at least 1 entry | the 
franchise. 9 doesn't seem to change too much. You still 
roll a die, play minigames, and try to beat one another. 
All boards are different of course. Some have you dri- 
ving a vehicle; others make you do something else. 


9 feels like a game that comes 2-3 years too late. The 
Wii is flooded with party games, a lot of them on the 
mediocre side. Do we really need another one, even if 
Mario is on the cover? Like many, I'm tired of the flood 
of party that soil the Wii's library, and this title won't 
change my mind. Maybe if you'd release it earlier, but 
that isn't happening. All | can give this is a big fat meh. 


Thumbs Up/Down: A Partying Thumbs Down 
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Platform: Wii 





Hype Level: 10/10 
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91 MadHero15 thinks: 


Operation Rainfall is still busy getting all 3 Wii 
JRPG's to the States, having partially succeeded 
with Xenoblade coming in April. However, | think 
that The Last Story was the reason why they star- 
ted it in the first place. Think about it, a game di- 
rected by Hironobu Sakaguchi (the last game he 
did was FF V), music by Nobeu Umatsu, and trying 
to mix more action in the JRPG genre? What's the- 
re not to be excited about? 


Not much is known about the story of this game 
(despite having been released in Japan for over a 
year). The game takes place on Lazulis Island, a ge- 
nerally peaceful island which is having a demon 
problem. You are Zeal, and you are part of a group 
of mercenaries trying to destroy the demons. 
Considering this is a Sakaguchi game, there's a lot 
more to it than that. 





The gameplay is where it gets interesting. You 
only control Zeal, but you give commands to your 
squad mates to make them use magic or attack 
with their swords or crossbows (ala Mass Effect). 
There's also co-up both on and offline, where they 
can choose to either battle boss monsters or each 
other with the character they've made. 


Xenoblade Chronicles was GOTY last year, and 
The Last Story is supposedly even better. That just 
makes me all the more exciting. | can't wait to see 
a most likely fantastic story, thrilling combat, and 
perhaps even some of the multiplayer. Mistwalker 
hasn't done anything spectacular (though | did 
like Lost Odyssey quite a bit, but this will be their 
magnum opus. | can't wait for the Wii RPG everyo- 
ne seems to clamor for (except those who don't 
like RPG's, which is fine) 


Thumbs Up/Down: 
Huge Thumbs Up. Absolutely stoked for it. 
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One of the biggest complaints about the current state of the 

Resident Evil franchise is that it's an action game instead of 

survival horror. Resident Evil: Revelations for the 3DS is pro- M 

bably the closest we'll get to the series’ roots in this impressive 
handheld outing. 









A ScrewAttack Review 
by Jared Knabenbauer 


Jo __ m 














Resident Evil: 
Revelations 


Developer: 
Capcom 


ose 


Publisher: 


Capcom 


Systems: 
Nintendo 305 
ath 


Release Date: February 7", 2012 


a 
GRAPHICS This is simply 
the best look- 
ing 3DS game there is. Character 
models are extremely detailed and 
impressive. 


Some corners were cut to make it fit 
in the cartridge, such as a character's 
mouth not moving when speaking 
during gameplay, but the healthy 
amount of CG-cutscenes make up 
for it. With how great the characters 
and enemies look, | was afraid that 
environments would have taken a 
hit. This fear was unfounded, as there 
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are a lot of open areas to explore 
with the expected confined hallways. 
Some textures are extremely blurry, 
but those are usually on minor set 
pieces. 


Revelations is one game that's 
worthwhile to play with the 3D on at 
full blast. There's even an option to 
increase the depth of the 3D effect, 
and maxing it out helps considerably. 


Turn this up with the lights off and 
there's a great visual experience to 
be had. 
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AUDIO The terrifying shrills 
of the pale creatures 
adorning the Queen Zenobia ship is 
mixed with human-like screams of 
pain, and it blends wonderfully. 


The voice acting is plentiful and 
surprisingly crisp, though some of 
the dialogue and actors are agitat- 
ing (Quint being a dweeb and Keith 
saying everything “blows” come to 
mind). 


For as good as the vocals and mu- 
sic come through, the sound effects 
are rather poor. The gun, footstep 
and blood sound effects seem to be 
straight out of the first Resident Evil 
game, and it all comes through the 
3DS's speakers extremely tinny. 


Headphones enhance everything, 
but further showcase how bad some 
of the sound effects are. 


























GAMEPLAY Resident Evil: 
Revelations 
plays closer to the more recent Resi- 
dent Evil 4 or 5than anything else. As 
Jill Valentine (and a handful of oth- 
er characters), you make your way 
through a cruise ship infected with 
monsters, with an over-the-shoulder 
camera and either first or third per- 
son shooting. The biggest difference 
in gameplay is that holding the left 
shoulder button while aiming allows 
you to walk in any direction, giving 
you some much needed mobility in 
gunfights. You can't move quickly, 
but being able to backpedal a few 
steps alone can be enough to take 
down an enemy. Its usefulness needs 
to replicate in all future titles, along 
with the dodge mechanic. Press up 
or down on the circle pad as an en- 
emy attacks allows your character to 
quickly sidestep out of the way, and 
becomes a necessity during intense 
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boss fights. Revelations is the first 
3DS game to support the Circle Pad 
Pro. can safely say that playing with- 
out it is not a hindrance, as the stan- 
dard control scheme works very well. 
Playing with it does have its advan- 
tages, making it a bit easier to item 
swap with the extra shoulder but- 
tons. The Circle Pad Pro attachment is 
nice to have, but it’ll play just as well 
without it. 


The mechanics are very familiar out- 
side of that: wander around the ship, 
collect different guns, grenades and 
green herbs while killing enemies 
and solving puzzles. Gunplay is still 
at the forefront, but the earlier por- 
tions of the campaign require smart 
shots and ammo conservation. En- 
emies are more aggressive and take 
more bullets, but the lack of variety 
in enemy types is noticeable. 


The puzzles are a few in number 
and variety. They're all touchscreen 
based, which usually involve slid- 
ing nodes around to unlock an elec- 
tronic door. A couple of other types 
are thrown in for good measure, but 
there are no brain-busters. Some 
could consider that a plus. A gun cus- 
tomization system lets you upgrade 
your weapons to your liking. 


Rather than paying money for per- 
manent upgrades like the series' past, 
it's about finding upgrade parts and 
placing them into your weapons. 





\ 

They have a variety of effects, such as 
additional damage, larger clips and 
quicker fire rates, and some more 
unique ones, like a charge shot, daz- 
ing power and proximity damage 
bonuses. Any of these parts can be 
swapped out and replaced, so noth- 
ing goes to waste on your three-gun 
carrying limit. Finding these parts 
was like finding little presents scat- 
tered about, and it's a great joy to 
open them up and slap them into 
your weapon of choice. 


Another piece of equipment that's 
new is the Genesis device, which 
works as a first-person scanner. It al- 
lows you to scan enemies, and after 
completing a certain percentage, get 
afree healing item. It can also be used 
to find hidden items in the environ- 
ment, which practically becomesnec- 
essary, and find “handprints”, which 
are essentially this game's collectible. 


What feels intruding at first becomes 
symbiotic, as you'll need to rely on 
the device for survival. 


It all comes together to what is a 
great experience. Shooting is me- 
thodical and sometimes frantic, the 
environment harrowing in its own 
right, and somewhat scarce ammu- 
nition keeps the stress of survival 
all too real. It isn't quite the true sur- 
vival horror game everyone seems to 
want, but it's the closest Resident Evil 
has had since Resident Evil 2. 


· REPLAYABILITY 


It'll take roughly eight 
hours to finish the main 
campaign. After comple- 
tion, a New Game+ mode 
opens up so you can keep 
your guns, along with much 
harder difficulties. | enjoyed 
the campaign enough that | 
wanted to hop back in and 


play again. 


The better reason to keep 

the game in your 3DS is 
| Raid mode. It can be played 
à - solo orwith a friend via WiFi 
or online. 


Raid mode has you play- 
ing through sections of the 
campaign's map to get to 
the end with slight RPG elements. 
You can play as a multitude of char- 
acters, each with their own weapon 
proficiencies, which “level up” and al- 
low the use of better guns. 


Each gun has a level requirement, 
and higher ones deal more damage 
or have more customization slots. 
Shooting at enemies has a damage 
number pop up, letting you know 
the effectiveness of your weapon 
and shot placement. 


It's pretty basic. Get to the end of 
the level, sometimes fight a boss. 
But having a friend alongside and 
collecting points to purchase new 
weapons from the store has a great 
allure. It has a little more structure to 
it than the previous Mercenaries 3DS 
game, and is absolutely worth invest- 
ing your time into. It starts off easy, 
but the higher difficulties provide a 
true challenge. 


CONCLUSION 


Resident Evil: Revelations may be the 
most complete package the 3DS has 
gotten so far. Absolutely solid pre- 
sentation enhances great gameplay, 
with a story that wedges itself be- 
tween 4 and 5. Raid mode will keep 
you coming back well after you're 
done with the story. 


It's simply the best game there is for 
the 305 right now. - 
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STO RY | love stories in games. 

| hate to be blunt, but 
| would take anything that is given 
to me, and | would be intrigued by 
it. | am probably the only one that 
greatly enjoyed the Stories in Gears 
of War. | only wanted to play Modern 
Warfare 3, just to see if they finish up 
what they started in Modern Warfare 
2. Story is why | love the Uncharted 
games. Having saidt that, there is 
nothing worth liking here. | know that 
they wanted to make the world come 
alive with its characters and setting. 


| know they want to have this my- 
thology that can be used for later on. 
| get all that, what І do not get is how 
half-assed everything is. Just when 
the story starts to pick up into some- 
thing much more interesting, it ends. 
There is no reason to do the things 
you do. You go around this small 
world and do random tasks for the 
people in the world. 


From saving a town from bandits, 
to going through a gauntlet for a TV 
show. The worst part about it is that 
once the story does pick up, it's the 
same fare as with most RPGs. The 
main villain of the game is an op- 
pression group called The Author- 
ity. It's not really known what they 
did or why they should be stopped. 


The task themselves set it up think- 
ing that something grand is going to 
happen. By the end of the game, as | 
watch the credits rolled, | thought if 
it was all worth it at the end. You do 
not even see the character leave the 
area he is in. The game stops, there 
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is a short video, and then the credits 
roll. The game could be completed in 
a good 10 to 15 hours depending if 
you do the side quests or not. See- 
ing how that the story really doesn't 
go anywhere till the last 2 to 3 hours, 
there is no point into anything. 








GAMEPLAY ДА Сатеріау 


is something 
that ID is known for. If you played 
an ID game, you know what you are 
getting into. Its got great weapons, 
even if they are in the generic side. 
You got your AK, shotgun, and the re- 
volver. What it lacks in weapon type, 
it makes up for it in ammo. There are 
a few ammo types for pretty much 
every gun. There are armor piercing 
rounds and one that will cause the 
dead body explodes. It's all very sat- 
isfying. It controls the same way with 
every FPS games. 


In a time where pretty much every 
game has the iron sights, which | 
have no problem with; it's refreshing 
to see that a FPS game where you do 
not have to use Iron Sights. You can 
go iron sights, but it's much more 
fun not to. Do not worry about miss- 
ing, no matter where the cross hair is 
at, that is where the bullets will go. 
There is this one weapon, the wing 


stick that is fantastic. The wing stick 
is a throwing weapon and it acts like 
a boomerang. You throw it and it will 
either decapitate, or sticks into the 
body. It's a blast to use both a gun 
and the wing stick. If it doesn't break 
when you throw it, you can get it 
back. 


Unlike the past games ID has made, 
it's not all gunplay. ID decided that 
they wanted to expand the game- 
play by adding vehicle combat. Once 
you drive around it becomes appar- 
ent that this is Twisted Metal: ID Edi- 
tion. Playing the vehicle car combat 
mini games and driving around the 
boxed canyon was a lot of fun. It's an 
awesome sight to see the finale car 
explode in slow motion as you drive 
passed it. Most games nowadays try 
to have a simulation feel to them. In 
Rage, the driving feels archaic. There 
is a RPG element into the game. Un- 
like most RPGs the way to upgrade 
is to buy the upgrades yourself. It's 
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a shallow way to include an RPG ele- 
ment in а game where it didn't need 
one in the fırst place. 


Even still, the armor and the weap- 
ons are not worth the price. When it 
comes to upgrades, the only thing 
that will be worth it will be your car 
upgrades. The upgrades include bet- 
ter armor, better handling, and bet- 
ter weapons. All the money you hap- 
pen to get will get will go to ammo. 
No matter how many things you pur- 
chase, you will always have money. 


There are a few gadgets to be made. 
You can build up to different things. 
One will have you make bandage to 
help you heal. One, and possibly the 
best, will have you build RC cars on 
which you can attach a bomb to it. 
You can find tools throughout the 
world to help you build. There is 
an online mode, but | really did not 
bother with it. It might seem that | 
was not the only one. 
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GRAPHICS This is what ID 

is known for. 
Even through Doom and Quake, they 
were masters of their craft. While 
it is not as big as most open world 
games, it is one of the most detailed 
in gaming. 





The new ID Tech 5 is one of the best 
game engines around. The black 
magic doesn't come in until you re- 
alize that there are rarely any frame 
rate drops. The game runs at a solid 
60 frames per second, and it never 
really stalls. There are some screen 
tearing, but it's only noticeable if you 
look for them. 


The particle effects, the smoke, the 
fire all has this comic book feeling 
to from them. It gives it a cool visual 
look. The animation is the true star of 
the show. Each person is animated 
in a way that gives them weight and 
personality. 


Despite its wondrous look, if you 
happen to look closer you will notice 
that it's not that good when seen up 
close. It's a small complaint, but it's 
there. 


SOUND Then there is the 
sound. Still, the 
sound is really nothing to talk about. 
Each character does have something 
to say, and the voice acting is solid 
enough for it to feel real. The only 
person that does not talk is you. 


The writing is alright, however it's 
nothing really special. You can talk to 
someone and they will tell you about 
themselves or the place they live. It 
would have been interesting if it was 
not all the same. Firing your chain 
gun is inconsistent. 


You can shoot your gun, but there 
would be no sound. It happens more 
times than it should, and it's hard to 
tell if you are hitting anything. The 
sound of the guns are somewhat var- 
ied. Each sound a weapon makes has 
their own, but it's not strong enough 
for it to feel powerful. 





The enemy voice acting is the best 
part. They will yell in fear, or scream 
for back up. They have this menacing 
voice to them. 
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DIFFICULTY re Pics! 
ty is easier 
than it should be. Since you have the 
cash, it's almost impossible to run out 
of ammo. The way you get money is 
by dead bodies you find. The way 
to spend it is by vendors through- 
out the world. You can get your AK 
to the max and still have enough to 
buy plenty of ammo for the shotgun. 
The better the ammo the higher the 
price, but | thought that the standard 
AK did the trick on most situations. 


There are a few enemies that take 
more punishment than you think. 
Even 3 shotgun blasts to the chest 
will not take them down. The en- 
emies are a lot faster than they look, 
and they will use their surroundings 
to their advantage.They will set traps, 
ambush you when you think you are 
safe, and use anything they have to 
kill you. They know what weapons 
you are using and shout them out to 
war the others. 


Some enemies will flee and some will 
yell for help. It keeps the dynamic of 
the gameplay fresh. When | finished 
with the game, | checked out Night- 
mare difficulty to see the difference 
between the two. | thought that 
there was no difference. You can die 
quicker in Nightmare, but everything 
else is fixed to the same area. There is 
this new mechanic they did add that 
if you are fallen, you can enter this 
mode where you are using a defibril- 
lator to yourself, kind of like the mov- 
ie Crank. Do the mini-game correctly 
and everyone in the nearby vicinity 
dies. | thinkthis is where the difficulty 
kicks in because of its recharge time. 
If you die before the defibrillator re- 
charge, it will be game over. If you 
wanted to, you can just set tight and 
wait as the defibrillator recharges be- 
fore completing the quest. 

Once 


REPLAYABILITY |.. 


beat the game there is no reason to 
go back. The story is minimal. The 
world itself is small, and there is not 
much to do when you are all done. 
The worst of it all is that after you fin- 
ish the last mission, you cannot go 
back and complete the side quests 
you might have missed. This is a 
shame because despite a few flaws, 


this is a world that has the potential. 
| hope that ID would take what they 
have learned and make it bigger and 
better than before. Now, there is not 
much to go back to. 


If you do manage to start again, you 
will find a lot of missions to com- 
plete. Almost everyone has a mission 
for you to do that you can complete 
in. One of the best side quests there 
are is, is where you arrive at a TV sta- 
tion and you go through a TV reality 
show. Thisis where you can see many 
of the shooting mechanics the game 
has. 


Wing sticks and guns are great to use 
here It's also a great way to experi- 
ment. Another thing that you can do, 
that the game forces you to some- 
times, is race. The races in and out 
of missions are the same. This time 
it feels like a cross between Twisted 
Metal and Mario Kart. Pick up objects 
and use them against enemies. 


In the very few towns the game has, 
there will be people you will meet 
that will insist on you playing a mini 
game. Someone will give you some 
cards to do this mini game that | did 
not play. It seems like its blackjack. 
There is a lot to do in the world of 
Rage, and yet it does the worst thing 
an Open World game can do. Once 
you beat the game, you can't go 
back and do anything you may have 
missed. If they had a way to go back 
after the game, this would add great 
replay value of the game. 


CONCLUSION 


ID Software has made an interesting 
game. It's a game full of promises, 
and while those promises are not 
meet, they set up a world that has 
full of content that they can easily 
explore. 


If there is one thing to take that ID 
needs to fix, it is the story. Do not just 
end it when it is starting to get good. 
Keep going, or at least have a more 
satisfying ending. There are things 
about this game that is great, but it 
can use some more polish. | hope 
that when ID comes back with a se- 
quel they will use the past mistakes 
to make something amazing. - 
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Last Christmas, | got a TON of games that | missed out on. Most were 
for the PS3 since | was a bit...deprived of games on that system. | have 
decided to take on the task of 100% completing them and to review 
them. As you may know, | already reviewed Dead Space 2 thanks to 
91 Stickman's challenge on the g1 Gauntlet...even though | probably 
won't 100% it anytime soon since Hardcore Mode is just nigh impossible. 





But enough about that, you're here to see an InFamous 2 review, 

right? Well, lucky you, | managed to 100% it recently, so here you go! 

Will the game be evil? Or evilly awesome? ...Yes, evilly is a word...as 
declared by me. 


By g1 Darkhyrulelord 
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inFamous 2 


Developer: 
Sucher Punch Productions 


Publisher: 
Sony Entertainment 


Release Date: lune 7, 2011 


THE GIST InFamous 2 is... 

best described 
as a 3rd Person Shooter. There is a 
large overworld map with four sec- 
tions that each have story-related 
missions, side missions, and user gen- 
erated missions. Missions are gener- 
ally short (apart from a few lengthy 
story ones) yet there are about 35 
story missions, 70 side missions (10 
evil, 10 good, and 50 neutral), and a 
super large amount of user gener- 
ated content. 


The game will generally last about 13 
hours a play through, even on hard. 
Missions usually involve you to zap 
foes with lightning shocks and other 
powers which include (but is not lim- 
ited to) shock grenades, tornadoes, 
ice spells, and fire spells. You die if 
you take enough damage and your 
life is indicated by how little blood 
splatter you have on your screen, and 
you regenerate life over time. How- 
ever, you can speed up healing (and 
recharging energy) by draining elec- 
tricity from objects around you. 


The main novel idea of this game 
is that you can ultimately CHOOSE 
if you want to work for good or evil 
over your decisions. Powers, allies, 
people's behavior, missions, appear- 
ance, and other things are changed 


- FEBRUARY 


throughout the game throughout 
your decisions..HOWEVER | would 
advise you to only be truly good or 
truly evil, since this is how you are re- 
ally supposed to play the game. This 
means that if you beat one game on 
one side, there is much to be missed 
if you do not play the other. 


*MINOR SPOILERS FROM INFAMOUS 
1 UPCOMING* 


| tried my best not to include spoilers 
in my review, but it was very difficult 
not to include some minor things 
from Infamous 1 here. The story gen- 
erally goes like this: You are Cole Mac- 
Grath, the hero or villain from Empire 
City who was part of a plan (that he 
unwittingly joined) that gave him 
powers but also doomed his city in 
the process since the fallout of the 
blast that gave him powers caused 





CONTENT RA 
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a disease. The city went under lock- 
down, and now many peoples with 
powers, called Conduits, have seized 
control of the city. For the rest of 
InFamous 1, you fight against them 
and either rule the city or save the 
city. 


But the final boss mentions that he 
gave Cole powersto stop a beast that 
could destroy the world. Soooo...the 
Beast eventually pops up and Cole 
fails to stop it, so now he has to go 
to New Merais to gain new powers 
by absorbing blast cores before the 
Beast makes its way to Louisiana. 
But, with each passing moment, the 
beast draws closer and brings dis- 
ease and destruction in its path. Will 
Cole save the world from the beast? 
Or will he cause the devastation of it? 


*END SPOILERS* 


|| 


ТЕО BY 
E 








ee 


The first thing 
| should men- 
tion is that the game looks fantastic. 
Graphics are great, and many minor 
details are put in an attempt to not 
make the world as...bland as it was in 
the first InFamous game. 


THE GOOD 


It helps to personalize each area and 
to make them more memorable. It 
captures the feel of what New Or- 
leans looks like (such as swamps, 
flooded towns, and Bourbon Street) 
which is what the game originally 
was going for. It's sometimes fun to 
notice the small things in this game, 
such as the oddly familiar titles up on 
the movie theater. Can you recog- 
nize them? Oh, and there's even an 
OVER 9000!!!! Reference on a poster 
around there. No, | am not kidding. 


While most of the tracks in the game 
aren't exactly....memorable (other 
than perhaps the onel just showed)... 
they still have their unique feel and it 
fits well with the action. This game 
has a lot of content and you could 
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easily spend about 24 or more hours 
to 100% this game...and there's a lot 
of collectables as well. | stayed up 
until 4 AM without realizing... As | 
noted before, there are a lot of mis- 
sions out there to do, and you prac- 
tically need to play the game twice 
for the full experience. While І highly 
enjoy being evil in video games, | still 
wanted to do the good play through 
since each side has its own different 
ending.....and final boss. 


For those of you that are either a 
saint or a dark lord, you will still find 
a great deal of entertainment in both 
play throughs. Both sides are just as 
good and the missions are equally as 
good. 


However, | prefer the Evil Walk- 


through more since they are more 
interesting and | basically enjoy 
blasting away any poor living thing 
in my path instead of just being 
able to bump into anyone you don't 
like (since you can't hurt civilians in 
a good play through). 


| also enjoy 


the evil one more since | prefer its 
ending, ally (Nix, who is simply awe- 
some), and not being told what | 
should do. THAT'S MY JOB! You get 
a bunch of powers to upgrade and 
play with on both sides--the good 
one being more accurate and having 
more hit stun, and the evil one be- 
ing more destructive and spawning 
monsters on your side. 


At first, | thought the story was OK, 
but it certainly did grow on me and 
| appreciated it more by the time | 
reached the good play through. (I 
naturally played the evil one first... 
who wouldn't? *stares at Water- 
Shocker..and basically everyone | 
know*) The characters are memo- 
rable this time around to the awe- 
some Nix, to the whiny Kuo, to the 
messed-up dude Bertrand, to the fat 
Zeke. Speaking of the story, both of 
the endings are excellent. 


You will not be disappointed in which 
side you take with their appropri- 
ate endings. You will miss out if you 
don't play the other...or you can just 
look online for the ending. But the 
endings are REALLY good. Enemies 
are satisfying to defeat, and draining 
them is even better to those that are 
truly annoying. The bosses are simply 
huge and some of them have scale 
that is most impressive. 


Last thing | should mention is that 
the controls are spot on. They use 
most of the same mechanics from 
the first game and improved on it. 
It's practically near flawless and now 
you don't have to constantly tap R3 
to find blast shards. 


Oh, and speaking of blast shards, 
they are back for those completion- 
ists out there. BUT! It is soooooo 
much easier and painless this time 
around thanks to the "Blast Shard" 
sense ability. Thank you. Now! don't 
have to Warlock Punch you. 
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THE BAD The one major 

complaint | have 
with this game is that most of the 
combat is still.....boring. All it basi- 
cally it is just mashing the shoot but- 
ton over and over again mindlessly 
at guys that go "YARH! EET'S DUH 
DEMON МОМ EMPAH CITAY! GIT IM!" 
and start shooting at you like blind 
idiots. Sure, there are many other 
powers you can use but the prima- 
ry one is far superior and the other 
powers take up more juice than it's 
usually worth. Also...they still feel 
button-mashy. 


There are other baddies in the games 
other than dumb hicks with guns, 
but they basically only have more 
health or are stronger. You still shoot 
at them and spam grenades on them 
mindlessly. Oh, and | HATE those ice 
titans that have massive amounts of 
HP and regenerate! While the bosses 
look HUGE and are cool to look at, it 
takes very little thinking (and time) 
to take them down. 


Most of the side missions (apart from 
the evil and good ones) are rather 
dull, and they basically consist of 
follow, collect something, and then 
kill everyone in sight. LAME. Just 
because there's a bunch of them in 
the game doesn't mean that this is 
time well spent. | want more deci- 
sions and stuff in them. .....and better 
objectives in general. Also... WHERE 
THE **** DID THE SHIELD POWERUP 


ORIGINAL! 


This game is overall much, much 
easier than the original, and you 
rarely have to take cover, use stealth, 
or generally THINK on how to defeat 
enemies other than to run up to en- 
emies and to blast them. | liked us- 
ing my brain a little bit in the original, 
since it was rather tough in a few ar- 
eas, and that's mostly absent in the 
sequel. 


Oh, and another reason | prefer the 
evil play through is because you don't 
have to put up with this whiny chick 
(Kuo)ifyou do something wrong. Per- 
haps it's because l'm just evil at heart, 
but please stop chastising me...even 
in good mode she still feels whiny 
and has a need to tell you whatto do. 


There is a surpris- 
ing amount of 
naughty tidbits in this game. 


THE EVIL 


This game, for one is HIGHLY ste- 
reotypical. Sad thing about stereo- 
types? They are almost always true. 
Hey, | live in the south, and every ste- 
reotypical thing about us is...well...l'm 
not gonna lie, it's pretty close. Many 
of us are super conservative, don't 
like change, are very stubborn (such 
as myself), and will do anything to 
get in our way. 


And you know what? This game 
puts this out without any regrets in 
the game. The main opposing force 
in the game is Bertrand, a rich white 
guy from the South who...well...basi- 
cally wants the South to rise again. 


Thatreminds me ofa creepy welcome 
video in Louisiana | saw when | was 
on a Math Team trip and it said very 
covertly “the South will rise again”. 
*shudders* Anyway, Bertrand also 





saysthat Cole is DAH DEVIL! Reminds 
me of the Exorcist... Yeaaaahhhh.....I 
think I'll end it there and put that pic- 
ture in your nightmares for a while 
even though | could say more. Oh 
what the hell, | will. 


This game wants to depict New Or- 
leans....and it depicts a flooded town 
area similar to when Katrina hit. Nice 
one. Nice. 


This game also has a billboard saying 
that it has a certain alcoholic bever- 
age (I will never drink one) that "is so 
cold that it hurts”. Oh and there's a 
Subway in this game too. Looks like 
Nathan Drake is not the only one ad- 
vertising $5 foot longs... 


This game is very sinister in the evil 
play through and | like it a lot. Expect 
some decisions that could shatter 
the egos of some weak minds. 


ММАНАНАНАНАНАНААА!! 
it's worth it. | 


xs But 


| ‚since I find the story to be better and more captivating: 


4 


‘wise. Go ahead and buy, itifjitiis around ‚30° 3510 Olları 
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THE VERDICT 


This game will keep you busy for a while for those that 
are completionists. This game has tight controls and it 
is generally a fun experience to go through both play 
throughs. Make sure that you play both sides ofthe game 
though, since they are both fun in their own way and it is 
worth. Just make sure you are ready to blast a looooot of 
baddies. This game is only a hair better than the original 










Make sure you play the original first, becausejl feel that; 
this game is more of a two-partner thane | 


mark like my parents did! (Since they, forgotte tojtakejo ofthe 
price tag, lol). 








А Y 
dies. _ EE 
I give this дате 7.1 DUH DEVILS out of 10: 
"| 
This means thatithisigame'¡sía hair]betterithan 90043 
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` 


heard ~“ No! Nothing's in order. 
screams! Now get the hell out of 
15 everything in here bePore I destroy you! 


b, order ми Lord? 





SEREWATACIOMAGAZINERARES RU ARM 


Monsters to my left! 
Monsters 6o my right! = 
All of them Squealing 1 s 

ilico > йр was totally surrounded. | 
¡Ser же pige; And that's when I got Mad! 





— arockat them 
| of course! | 


Lord Aghanim 
requires 
your presence. 


P" Why have 
^ you summoned ме, | 
| MM Lord? 


' Straight to the point. I like that. ' 





alerta USCIS iaa 


ЧИЙ ЛИН Н ШҮ A 


Where are my Manners? | Would you like 
_ please баке a Seat. _ | perchance some tea 2 


With all doe respect MM Lord, 
| I've доб duties to attend to. | 


Then let 08 discuss 
the subject at hand. 


It is my wish bo know exactly what happened 
during the raid to the rebel camps, | 
" down to the last detail. "~ 





Theilegend otzeldazei/Rey;by,Gomiz;!N@http7/comizzinc.deviantart.:com/; 


IWS ATA CKMAGAZIN ERIFEB RUARY 


P According to ^ 
| Lady Aveil's report 
| she and seargent 

b Link had a Рідне. 


7 However, À 
Г Your report lacks oP 
specifics about 
what happened 
& afterwards. А 


Р 
| A Boom?! 


` And you ` 


| вай he just 
, banished? 


‘I told You 
already. 


| He went out 


with a 
BOOM! 








p" ^ 
Yes, Ж 
а boom, 
a rebel 
' dropped a 
bomb and 
he was 
, sent Рита | 
h away. 





" Bir Clay, I do not know 1 

F what kind of a Pool you bake Me Por, 

| but if I discover ёраб you were (ying, 

\ Ill Make sure you receive a Most 
жарау puniehmentil. 


My Lord, what I told you 
, i6 what I saw. I don’t know 
where he is, ok?  . 


" You have no necessity 
b. tothredtenme. d 


- Very well then, I shall believe 
in your words. _ 





Theilegend jotzeldazei/Rey;by,Gomiz;!N@http7/comizzinc.deviantart.:com/; 
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| What 
Hey Clay, - | m  2ay you 
Going home? MA й 


maybe later. | 
I got stuff 
бо do, уат _ 


EN =~ hb : 
A> He probably didn’t buy ми story. — 
77 I must go with Malon and warn her. 
> = 


I Shouldn't have let her go on her own. 


— __ 


üballagandeffzililo- Ry CmbHie 








ЧИ ЛИНН ШҮ MW 


— — 


Was it a mistake? "m 

I'd never Porgive MyselPiPI ` 
put her in danger Por nothing  : 
m 


= = 


pg - 


hope it's nob боо late. ~ 
I still got a long way to go . 


+ Why $0 hasty sir Clay? 
і Are you planning to 
pay a visit bo an old 

E. Priend of yours? 4 


. Unfortunately 
you'll soon realize 
there's no place to hide 
E: Prom ме! á 





wy ATTACIMAGAZIN - BIN 


IMPA! IMPA! 


~ 6 Б> : == 
E diia, E Е Ib was about time.” 


There (56 50 MUCh 


‚ zu do and 50 little time. : 
He's awake! S ў 


= Shall die 

prophecies be 
| right about 
à dies one? y 


Е Impa, are you Still going ZU 
believe їп der prophecies? 


г What if das Kind betrays uns? 
b. He'st still ein royal soldat! , 


F Und you can take on hi iP ^ 
he double cross uns, Sheik. 


kidding me? . 





глешедепа оне а НЕ Кубу COMIZ INC 


` dood thing Clay actually ` 


| went after me. dó Soon as ће 


saw the light on my hand, he 
р. threw a bomb to create 
E. adistraction. 4 


" UM...Meah, 
about that. 
I still can't 
Move MM legs 
very well, 
I think it's going to 
take a while 
b. before I Fully 
E. recover. 


С Don't bell me you're 
going back to Pight the rebels 
= aPter e saved you! á 


Guten Tag! | 





" No. Гм grabePul For that and I 


‚ Per a while. I still have some 


ЧИ ЛИН ШҮН AM 


Then he grabbed me and threw me down a well. 
I had to swim a little bit. and that's how 


N reached that cave I was telling you about. , 


You'll 
| have to thank 
him Por Ghat! 
the army 
iS hunting 
you down. 


I see, but 
once you get back 
on your Peet. 

. What do you 
Б planto do? 


Fair enough, but ® 
| listen, there's something I 
| Wanted бо ask you... 4 


mean them no hare, 
БоБ I want to stick around 


doubts. 


What ein relief! 

I thought you'd 
never wake Up. 
You were tossing 

ь und burning... 


Гћешедепа Л = Rey by GEO miz I Меһр /сопигИпсаемапгаг соти 


WI АЛИЕН 


Mein name'st Impa. You You аге in | 
Musst Still be Peeling den Rebel base. 


ein little жоои. „ UM...Weah, I knew 


‚ that already. 


` Gee, thanks 
Por the news. 


The question is, By now you musst know This mark 156 ein special 
| Why did you Save me? | about den mark on dem symbol, only die chosen 
| Iam your enemy | . back of your hand. _ _ ones carry it. 

after all. 4 | 


Т According 20 den legends, you ` 7" How do Т know 
are der man desbined bo vanquish u I can trust you? 
Lord Ganondorf und die Porces of evil. | 
you аге der only one who can 
save die world! 


A CX P 50, You т JalWell, ^ 
Got. саме here only We MUSS go, 

question Mu > to tells us Mein nawe'st ' 
mein dear! = Ms that? 4 Impä by der way. 
but ЖА i i m- 4 

ist not up 

ZU Me ZU 
, answer it. 





пҺешедепо оге атвЕ! їйзубубеш# IhttDY/comizinc.deviantart.com), 


AREA NEE 


Where are | * We're here! 


' you taking | * It better not iP it is, I'll... 
Е va J | beatrap. Because iP it is, ГІІ. 


Sorry Por blindPolding you, but we can’t 


compromise our location. 


What are This 
` we looking is just a 


Is that 
"A 





WF NOME- ey 


д | " Years ago it was der 
Es big guardián oP dem Porest 


| all das ist left of ein und den Kokiri. 
once beaubiPul | 
Porest. 


| Years ago Aghanim sent We Pought 
it has 2 ein most berrible bravely Zu bring 


Я. withered. d monster. dhoma down den monster. 
| a der parasitic arachnid - 


" In dem ende den F Dis ist all das ist left АД 
, 7 
monster was dePeated Der Kokiri emerald! MINA STU TUS 
but ib killed den tree | 


und den Porest mit it. 


“Fortunately, Saria here - 
has taken gut саге 
| of den kinder. 





Ihe legend o Уа [зу и IN 


SGREWAMIACIOMAGAZINES FEBRUARY 


All die Kinder muss live now in der hiding, 
p r however they have not lost hope because 
Mitout der NN SMS, * they're still together. As you can see they 
protection oP Ы. “А, cannot Fight on their own, Faith ¡st their 
dem tree, ST EE E · only weapon. 
other |o 
Monsters 
haven raided 
dis place. 


But there's 
ir Lord Again truly something true. | 
did this. WF" Impa says 
Mr. Sir Hero, you can get rid oP 
I was wondering... bhe monsters, 
| is that true? 


7; N 


They are suffering. 


I'll do it! I'll give these kids 
their Робоге back! 


О a е^. 
> 


I don't know either iP I can be the hero they're waiting Por. a =) 
But I can't just stay here and do nothing. EET - 


[t's time to walk down the path I've chosen! 





To Be Continued... 
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Why Do We Play The Game? 


ру 91 Gaarathedancingpanda 


Hey there everyone. Time for another round of "Gaara says something and pretends 
he knows what he is talking about". 


So last month | bought the Metal Gear Solid HD Collection. After about a month of 
school, I finally have time again to play. | look over the achievements and notice the 
"Virtually Impossible" achievement that challenges the player to complete all the VR 
missions. My reaction? CHALLENGE ACCEPTED! 


So | immediately jump into the game and start killing it. After a while, | take a break 
and realize how | am not really enjoying what | am playing. | am only paying the game 
ave 


to get the achievement. | start to think about all the other times | one this. | 


wondered if the reason we play games has changed. 




















Social vs. Solitary 


Back in the 80's and 90's, most games were fairly sim- 
ple. There was a single, preset goal to be reached and 
an obstacle to be overcome. We often played games 
with friends or with siblings, and even single player 
games were group experiences. If we died, we would 
hand off the controller to who is next as we watched 
with unmatched anticipation as they attacked the 
same opposing force that had just defeated us, and 
little explanation of how to do so. 


This type of play creates a unique social experience 
that consists of the actions in game being enjoyed 
by the player, and the real world spectators who un- 
derstand what playing the game is like. This creates a 
social gaming environment of shared understanding 
about a game, much like how "Bronies" get together 
over a shared understanding of My Little Pony, "Tre- 
kkies" over a shared understanding of Star Trek, or 
"Weeaboos" over a shared love of Japanese culture, 
only that this shared social gaming environment oc- 
curs in a much smaller degree, like the people in your 
living room. 


Nowadays, games are more complex, and many re- 
quire an in-depth understanding of the game's story 
or mechanics. This, while not inherently bad, creates a 
somewhat exclusionary experience, as those who do 
not understand the game's story or mechanics can- 
not fully appreciate or enjoy watching the game itself. 
This creates a gaming environment where we play to 
be engrossed by the world that is presented to us in- 
game and not the social, tangible one that is actually 
surrounding us. It would seem that in the present, we 
use video games to escape from the world instead of 
using it as a tool to interact with it. 


Wa 
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ACHIEVEMENT UNLOCKED 


Left the house 


^ The sad part isthat | don't think | have 
actually earned this achievement yet... 





Game vs. Reward 


Inthe past, the only reward you earned for succee- 
ding in a game was a singular "You Win" screen at 
the end of the game. The game's gameplay and/ 
or (occasionally) story had to be incredibly deve- 
loped in order to really engross a played and make 
him want to continue playing. 


It had to be challenging, while not being too diffi- 
cult to anger the player, but also not being so easy 
that the player didn't feel like he was getting his 
money's worth. It had to be lengthy, but paced 
perfectly to keep excitement. It had to be a satis- 
fying experience, but still leave enough room to 
let the player want more. 


Now, Gamers are often motivated by games less 
through an actual games element and more 
through achievements, trophies, and online bra- 
gging rights. І originally played Metal Gear Solid 2 
for the story, but then, when | bought 
the HD collection, all | could think of 
was earning the "Virtually Impossi- 
ble" achievement. 


These social bragging rights are a way 
to motivate players to play without 
actually having to engross a player 
by using the game's actual elements. 
m This has become such the norm, that 
there are now even shows based 
around it (such as Rooster Teeth's 
"Achievement Hunter"). 


These achievements provide a tem- 
porary feeling of an accomplishment 
within a player, but if the gameplay in 
itself wasn't enjoyable, then the expe- 
rience feels much less satisfying than 
playing an enjoyable, classic game, 
even when the only reward you recei- 


Mejora, o ае ve is a small "The End" screen. 


> If you've played Smas heiss with Bl 


room has probably looked гг iPS 
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Length/Quantity of Playtime 
vs. Quality of Playtime 


Many Gamers often judge a game 
on its amount of playtime. If a 
game takes you 100+ hours to 
complete, then it is worthwhile 
to buy. This has led developers to 
elongate games by using cheap 
methods to cause a game to take 
longer to complete, while not 
usually adding to the overall en- 
joyment of a game. 


This is expressed incredibly well 
in Egoraptor's first episode of Se- 
quelitis where he talks about the 
difference between collecting 
items in Castlevania vs. Castleva- 
nia 2: Simon's Quest. 


There are many techniques to 
cheaply elongating a game. Some 
included: 


Farming: Farming is a technique 
used often in RPG's and MMO's. 
Instead of defeating enemies to 
achieve a goal, the player defeats 
enemies to gain experience and 
currency needed to defeat stron- 
ger enemies and by better items 
respectively. Farming, when done 
wrong, can drone on without any 
excitement or stimulus for the 
player, making the experience ul- 
timately unenjoyable. 


CREATED BY EGORAPTOR 


Though, if done right, it can crea- 
te a somewhat addicting expe- 
rience where a player receives so 
much stimulus from each level up 
or new item, which causes a need 
to be the highest level, or get the 
best item. A good example of this 
is World of Warcraft. 


Repeating or Similar missions 
or sidequests: This is a more 
easily identifiable technique and 
is noted by many Gamers for 
being obviously cheap way of 
continuing a game. One of the 
original Assassin's Creed's biggest 
complaints was that many of the 
games missions were incredibly 
similar and felt stale. 


Watch this from P 6 to 5:06 
it is prettyimuch hoy | feel. 





Overwhelming enemies resul- 
ting in time consuming: This is 
another technique that is often 
frowned upon by Gamers. Instead 
of higher game difficulties making 
the Al of the enemy more advan- 
ced and harder to defeat, they just 
throw more and more enemies at 
you, which doesn't give you the 
satisfaction of being able to de- 
feat harder enemies by using you 
intelligent strategy, instead you 
just hack and slash like you would 
usually, but it takes longer since 
there are more of them. It is a very 
cheap and unenjoyable way of 
making the game more challen- 
ging. One of the culprits of this te- 
chnique would be Crackdown 2. 





Sequelitis: Castlevania 1 vs. Castlevania 2 http://youtu.be/Aip2altOROM 


In the past, video games were 
bought and judged on monetary 
worth based on the quality of the 
playtime. If a game was enjoyable 
enough, then a gamer would hap- 
pily play it again several times. 


This allows a games length of pla- 
ytime to be extended several ti- 
mes over, since the player was ha- 
ppy with the relatively short but 
enjoyable time he had. Games 
such as Kirby's Dream Land, Mega 
Man, and Gradius are considered 


extremely to moderately short by 
Today's standards (often being 
able to be completed in one af- 
ternoon or as little as an hour or 
two), and yet these games have 
become classics in the industry as 
some of the best of their respecti- 
ve genres. 

Why? Because they are enjoyable 
to play, over and over again. True 
longevity isn't based on how long 
a player can play a game on one 
play through of a game, but how 
long a game can engross a player 





through as many play throughs as 
it takes. For some, that has taken 
over 20 years, and they still aren't 
becoming any less fun. 


You want to know why Nintendo 
started it? Because people will 
continue to buy old games. 
Thanks for reading everyone. Any 
comments, criticisms, or even hate 
comments would be wonderfully 
appreciated. Till next time, this 
has been Gaarathedancingpanda, 
catch you next time. 
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by El МЕ MB 





What would you usually expect to find in an anime starring beauti- 
ful young women and guns? If your answer is gratuitous violence 
and risqué close-ups, then this particular show won't exactly be 


your cup of tea. 


Produced in 2001 by Bee Train (they 
made the “Homecoming” episode 
of “Halo: Legends”, just for your in- 
formation) and directed by Koichi 
Mashimo, “Noir” isn't your regular 
exponent of the “Girls with Guns” 
sub-genre by a long shot. It doesn't 
contain any form of Fan-Service 
whatsoever or even blood - although 
it has a ridiculous body-count. It's a 
dramatic and psychological, slow- 
paced and emotionally subtle story 
that takes itself very seriously - per- 
haps even too much for its own good. 


The plot revolves around two young 
assassins (the blonde veteran Mireille 
Bouquet and the mysterious amne- 
siac girl by the pseudonym of Kirika 
Yuumura) brought together by a 
common past, which is somehow 


linked to one another by a certain 
pocket watch and the soft music it 
emits once it opens. As the first epi- 
sode unfolds, l'm already experienc- 
ing the best moments from a Sergio 
Leone's film, with complex back- 
grounds being hinted by the subtle 
fragments of a flashback and a mu- 
sical item serving as the catalyst for 
such memories to emerge - similar to 
what happens in "For A Few Dollars 
More”, so to speak. 


This early comparison between "Noir" 
and Leone's legendary second act of 
the “Dollar Trilogy” might be more 
appropriate than initially thought. 
Not only does the aforementioned 
pocket watch symbolize a heavily- 
implied shared origin, but after both 
Mireille and Kirika meet each other 


and the former witnesses first-hand 
the unique abilities (and misery) of 
the latter, she takes a vow to kill her 
off once her memory returns... and 
her victim agrees with it. 


The pilot of the series is quite 
thought-provoking indeed. It man- 
ages to create a solid Suspension of 
Disbelief by playing with the most 
basic rules of visual story-telling: 
tragic pasts are hinted, psychologi- 
cal traumas are whispered and fore- 
boding outcomes are expected. All 
is skillfully accomplished through an 
introverted narrative approach most- 
ly determined by sudden flashbacks 
and the eyebrow-raising exchanges 
between the main characters, thus 
making them instantly third-dimen- 
sional and fascinating from the very 





beginning. It's a rock-solid premise 
that chooses rather boldly to sacri- 
fice hyper-stylized action sequence 
for the sake of a slowly-paced deliv- 
erance that, admittedly, won't be fa- 
vored by everybody. 


The two protagonists join forces un- 
der the name of “Noir”, which was 
the codename of Kiriko and also the 
name of"An Ancient Fate" - as the se- 
ries reminded me at the beginning of 
every single episode to the point my 
nipples exploded. In between sever- 
al jobs (as in, “jobs”), they embark in a 
journey to uncover the secret behind 
that word and how it is linked to "Les 
Soldats”, a millennium-old organiza- 
tion that basically governs the world 
from the shadows. 


| honestly thought, at some point, 
that this show was going to be the 
next "Cowboy Bebop”, only with no 
humor and eye-striking visuals and 
with a more grounded reality in- 


stead. Ironically enough, the series’ 


greatest strength also ended up be- 
ing its most noticeable weakness. 
For most of its length, the pace never 
really evolves from its starting line: 
it grows a bit dull overtime, hugely 
afflicting the sense of novelty that it 
was able to inspire in the beginning, 
and it ultimately hinders the plot it- 
self, thus downplaying the most im- 
portant twists and the sheer weight 
of the emotions involved in said mo- 
ments - which is a pity considering all 
that initial hype. 


The action also gets repetitive after a 
while, with Mireille and Kirika always 
killing off uncounted generic male 
assassins with horrible aims and re- 
minding us all the little plot points 
over and over again, episode after 
episode. One way or another, guns 
are always pointed at something or 
someone in this anime. 


On that note, the magnificent 
soundtrack (indubitably the most 
noticeable mark in this franchise) 
does a superb job in filling most of 
the climaxes with a satisfying sense 
of dramatic endearment. The char- 
acters tend to be memorable as well, 
from the main cast to the occasional 
one-episode-only guest stars - and 
probable victims. 


KIRIKA YUMURA 
MIREILLE pe ua 


OVER ILLUSTRATION 
FINISH@Hanas You 


DESION@coo 


LIA ДАТУ 110 ЖЛЕ 
22001 1474 E S 


SCREWATTACK MAGAZINE - FEBRUARY 


E RE 


E25-175*4571 


LN 








57 





58 SCREWATTACK MAGAZINE - FEBRUARY 


Kirika, which is obviously not her real 
name, is a sweet and fragile being that 
hides an immense darkness in her sub- 
conscious mind, which manifests itself 
in her uncanny ability to murder people 
with a certain amount of grace and skill. 
As her lost memory crawls back from the 
deepest abyss of her brain, her gentle 
looks eventually revert back into the 
ones of a cold-blooded snake - her origi- 
nal form. 


You can tell it was put a lot of effort into 
the depiction of this girl in all of her soul- 
crashing and fascinating dichotomies. 
Too bad all that work was almost ruined 
by the aforementioned pacing problems 
of the show, which turned potentially 
heart-wrecking moments into half-baked 
so-so ones. Same reasoning goes for 
Mireille, whom is probably the best char- 
acter in terms of sheer development. 


She starts off as both indifferent and dif- 
fident over the younger colleague fate 
brought upon her, she then slowly grows 
accustomed to her presence to the point 
of acting like an older sister іп her regards 
- or perhaps something more than that? 
Bee Train is famous for its Yuri themes, af- 
ter all. 


That sort of emotional connection is of- 
ten implied but never actually exposed. 
What instead is openly regarded as a 
pure love attraction is the one-sided rela- 
tionship between Kiriko and a character 
that's later introduced in the show. 


Sumame-less Chloe, the so-called "True 
Noir”, is by far the most intriguing per- 
sonality in the equation. Her design was 
conceived to be instantly recognizable; 
| can tell you as much. She's definitely 
high-class cosplay material. 


She knows about both Kiriko and 
Mireille's past and she's madly in love 
with the former, being the very reason 
why she became an assassin - it's com- 
plicated. Every moment with Chloe in it 
was pure gold, from her centric-episode 
to the various unsettling meetings with 
her two “colleagues” - including the most 
awkward tea-party ever. Despite her cool 














appearance, Chloe is really like a child 
who wants to be loved by everybody, and 
she sports those traits when she's around 
her mentor and venerated “mother” fig- 
ure, Altena. 


Altena is a living mystery. Her involve- 
ment with Les Soldats and Noir is so intri- 
cate that openly talking about it on this 
review would correspond to a spoiler. 
Let's just say that her personal story is 
not a happy one... not in the least. Her 
true goal, much like most of the sub- 
text, is never quite revealed, only implied 
through pseudo-religious babbles - yes, 
this show features a satirical portrait of 
Christianity that, thankfully, is never over- 
played. 


For all the issues one could pinpoint rath- 
er accurately in this anime's narrative ex- 
ploitations (increasingly alienating pace, 
down-toned plot-points, repetitive ac- 
tion sequences), there are other elements 
that served as its saving grace, specifical- 
ly the outstanding and compelling char- 
acters, the alluring beginning (at least for 
me), the mildly thrilling final 5 episodes 
that featured killer nuns (of all things) 
and, of course, the epic soundtrack! 


| think those are all valuable reasons as to 
why Sam Raimi wants to make a live-ac- 
tion TV adaptation out of this particular 
animated franchise... perhaps | said too 
much? 
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NES REVIEW 


by gl SideSmash 


There are no bones about it: DuckTales is one duckin' awesome show. The adventures of 
the greedy Scrooge McDuck and his youngster relatives have aged extremely well and are 
still worth a watch every now and then. It was a simple premise: Create a world with tons of 
secrets and treasures and focus on a character with an infinite amount of resources to find 
those treasures and discover those secrets. | would assume that a game based on such a 
cartoon would be easy to pitch and given the popularity of the series, the game would sell 
no matter how hard it sucked. Keep in mind that this is 1989, during the absolute height of 
the NES. Super Mario Bros. 3 wouldn't be out for another year and the SNES was still in de- 
velopment. It was the most profitable time for a game with an already-established fan base, 
but did Capcom put enough thought and effort into DuckTales for it to stand on its own? 


Cross-medium adaptations are the definition of "hit-or- 
miss.” Sometimes, you get absolute masterpieces that are 
better than the original material like the 1994 film con- 
version of Winston Groom's 1986 novel, Forrest Gump. 


Other times you get material that's almost as good as 
the source, like the awesome Harry Potter films that were 
based on the awesome Harry Potter books. 


And then there are the instances where the transition 
from one form of entertainment to the other fails miser- 
ably, and the video game industry is no stranger to these 
disheartening releases. | think it's safe to say that all of 
us have played the garbage game based on that awe- 


some movie. But there was a time when you saw a cer- 
tain developer and a certain media conglomerate crank 
out some of the greatest licensed games of all time. A 
time when you looked on the shelf to see your favorite 
cartoon turned into a game, and there's a company logo 
that told you it was going to be something special. 


It's the legendary partnership between Capcom and Dis- 
ney that defied the old saying about how game adapta- 
tions suck. One of their most well-known is their 1989 
take on one ofthe mostimportant animated shows of all 
time: DuckTales. But does this 8-bit adventure deserve to 
be a part of your collection? Or does it ruffle the feathers 
of age to a fault? 








сто RY The story of Duck- 

Tales is basically five 
episodes of the show without the 
dialogue and jokes. Scrooge, named 
after one of the greediest gits in lit- 
erature, isn't content with his famous 
vault of gold that he's known for div- 
ing into. He wants even more trea- 
sure, so he pinpoints the locations of 
five treasures in five distinct parts of 
the world. His mission: to grab those 
treasures by any means necessary. 
It's an extremely simple concept that 
never overstays its welcome. If any- 
thing, it barely sits down after be- 
ing welcomed in. But this IS an NES 
game, so describing the transparen- 
Cy of the story is a waste of time. It's 
not important and critiquing it would 
be calling out other NES games like 
Super Mario Bros. and The Legend of 
Zelda for not having a deep enough 
story. It's a plot that establishes a 
very nebulous feeling of progression, 
which is what it's supposed to do. 
Why | wrote an entire section about 
it only to proclaim how unimportant 


itis baffles even me. 
DuckTales’ design 


DESIGN is simple. You have 


five stages to explore, each with 
their own secret areas and bosses. 
Some levels feel more linear than 
others, while some feel like entire ex- 
peditions for treasure. As you prog- 
ress through the game, you'll come 
across many golden treasure chests 
that hold jewels. These jewels add to 
your overall score, and you'll need as 
much money as possible to get the 
best ending. That's right; | said “best 
ending.” DuckTales has three possible 
endings based on how much money 
you collect, giving incentive for mul- 
tiple playthroughs. 


Each main treasure is worth a cool $1 
million, and along with two hidden 
chests you can collect $7 million with 
the main courses alone. But you'll 
usually find the most treasure out 
of thin air – literally. If you maneu- 
ver through a certain space or pass a 
stationary obstacle, a treasure might 
appear out of nowhere. It's one of 
the weirdest occurrences on the NES, 
but it never hinders the experience. If 
anything, it leaves a large impression 
after playing because, well, when 
was the last time you played a game 


where items literally popped into ex- 
istence? 


There are tons of secrets in each lev- 
el. Whether it requires mastery of the 
cane mechanics or going through 
illusionary walls, there are plenty of 
secrets to dig up. Be careful though; 
not only are you timed, but you also 
can't revisit a level after completing 
it (with the exception of Transylvania, 
which l'Il get to in a bit). 


It all sounds fine and dandy, right? 
Well, it is with the exception of one 
aspect that requires some back- 
ground knowledge to make sense. 
It stretches to the very heart of Cap- 
com's signature design choices dur- 
ing the NES era, and because of how 
well known the formula is, what they 
did with DuckTales is flat-out confus- 
ing. But, I'll need to explain first... 


See, the first sign that you're playing 
a Capcom game is usually the com- 
pany's marquee method of exterior 
play-control. In a game like Super 
Mario Bros. controlling the titular 
character's jump in the air is an ex- 
ample of interior play-control be- 
cause although your path is linear, 
the way you play is in your hands. 


On the other side of the spectrum, 
Capcom's titles give the player choice 
through stage progression. This is 
easily identifiable in the Mega Man 
games because even though you 
can't control your jump as well or 
have as many alternate paths as the 
Mushroom Kingdom, you still choose 
the order of where 
you want to go based 
on your gaming pref- 
erences. In other 
words, you know it's a 
Capcom game when 
you are given a level 
selection. 


And guess what? 
DuckTales has a level 
selection, just like 
Mega Man. Like | 
mentioned, there are 
five stages to choose 
from: the Amazon 
rainforest, the cata- 
combs of an African 
mine, the highest :: 
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peaks of the Himalayas, the death- 
ridden depths of Transylvania, and 
the crater-coated moon (note: the 
last one isn't a physical part of the 
earth, in case you were wondering). 
So it doesn't matter which one you 
choose, right? Not exactly. 


You see, in agame like Mega Man, you 
could choose any stage and stand 
a chance against the robot masters. 
For instance, if you choose to go to 
Flash Man's stage first, you may have 
been able to get to the time-freezing 
titan fairly, but there were alternate 
paths where if you had a weapon like 
the Crash Bomb, you could bypass 
an obstacle and maybe even acquire 
an item. There was no stage that was 
built to be explored first, which con- 
tributed to the difficulty of the over- 
all title. 
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DuckTales does something differ- 
ently, and it's an odd design choice. 
If you choose to visit the African 
mine before heading їо Transylvania, 
upon taking your first few steps you 
are greeted by one of your nephews 
who tells you that the key to the Af- 
rican mine is in Transylvania. You are 
immediately transported to the Uni- 
versal monsters' favorite hangout 
spot. 


But that's not the craziest part. If you 
restart the game and go to Transyl- 
vania before the African mine, you 
will end up excavating every nook 
and cranny of the mansion to find 
nothing. "What the duck?!” you ask 
yourself. After going back to the Af- 
rican mine, you are greeted by your 
nephew and given the same mes- 
sage as before. You are warped back 
to the mummy-infested Transylvania 
and just when you think you've tried 
EVERYTHING already, you run into 
the one place you thought you've 
checked, only to find the key to the 
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mine. So, the only way you can get 
the key to the mine is if you go to 
the mine and then are warped back 
to the mansion. If you go to the man- 
sion, the place where you would find 
the key is “blocked off. 
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The point 
DuckTales is more linear than at first 
conceived, and I'm honestly flab- 
bergasted as to why the developers 
would do such a thing. 


My only guess is that they wanted 
to lengthen the overall quest, which 
would make sense because the big- 
gest flaw of DuckTales is that it's 
pretty short, even for an NES game. 
The one saving point is that it's the 
only NES game | know of to have 
three difficulty levels, making it one 
of the most accessible games of the 
8-bit era, not to mention it's pretty 
easy. But there are no continues, so 
watch out because every life counts. 
It sounds like I’m heavily criticizing 
DuckTales’ design, but it's a tight one 
with some incompetent decisions 
that seriously perplex me. 


GAMEPLAY 


The 8-bit plight of 
Scrooge McDuck is one 
of the most unique plat- 
formers on the system. 
This is evident through 
your main weapon. While 
some gaming icons use 
a whip, piece of wood or 
their own two feet to save 
the day, Scrooge uses his 
cane to get past his ani- 
mated enemies. The cane 
is used in two ways, with 
one being around 47296 
more useful than the 
other. Pressing “B” next 
to a solid object will ini- 
tiate Scrooge to use his 
cane as a golf club, which 
is best for hitting round 
boulders that can either knock out 
enemies or open that hard-to-reach 
treasure. 


The other method is pressing down 
on the D-pad and “B” when in the air. 
Scrooge will begin bouncing on his 
cane, which is what you will use as 
your main form of attack for the en- 
tire game. There is a flaw when using 
this incredibly unrealistic method, 
though; not only is there a bit of a 
learning curve with pressing down 
and "B" at the same time, but there's 
also a glitch that is as prevalent as 
the bouncing сапез helpfulness. 


When on the edge of terrain, at- 
tempting to bounce is impossible. 
Instead of successfully executing the 
command, you land on the ground 
like normal. | can't tell you how many 
times | fell to my death because 
| bounced to close the edge and 
moved. We're taught in gaming that 
the best way to ensure that you'll 
reach the next platform is by be- 
ing as close to the edge as possible 
without falling off. DuckTales works 
against that logic by punishing you 
for following the rules of the genre 
it's classified as. 


Don't get me wrong, though; Duck- 
Tales is excellent and one-of-a-kind 
platformers. There's just a very frus- 
trating glitch that can make or break 
playthrough. With three lives and no 
continues, every hit counts. 








VISUALS DuckTales has a 
visual style that's 
somewhat impressive by itself. How- 
ever, it becomes one of the most au- 
thentic licensed games because of 
how precise everything is presented 
to remind players of the show it was 
based on. Every character you can 
think of makes a cameo appearance. 
The members of the youthful duck- 
trio are in almost every level, and 
Scrooge's niece can even be found 
on the Moon stage. Launchpad Mc- 
Quack transports you to and from 
each stage, and some of the main an- 
tagonists serve as bosses and regular 
enemies. 


One of the best parts about the pre- 
sentation is that it looks like a game 
based on DuckTales. You are remind- 
ed of the show at every tum, from 
the level of detail on the character's 
clothing (mostly) to the dialogue 
that brings a wince of character to 
the game. For example, upon find- 
ing an important item, text will scroll 
across the top of the screen, with 
Scrooge uttering one of his signa- 
ture lines “Bless me bagpipes!” It's 
not going to blow your mind, but the 
translation is almost perfect, which 
is something that few NES games 
can say for themselves. Then again, 
the script was probably three pages 
long. Double-spaced. 


Technically speaking, the game en- 
counters slow-down when there are 
around five enemies on the screen. 
It's not irritating though, as you'll 
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rarely encounter that many enemies 
at one place. However, Scrooge will 
be flickering more often than not, 
which is a technical flaw. It's not 
game breaking (obviously), so you 
shouldn't worry about the technical 
shortcomings getting in the way of 
the gameplay. DuckTales is, in short, 
a good looking' game. The best part 
is all of the details that address the 
continuity with the show. Yes, there 
are some errors, but when you look 
at it; there are few games that have 
as many recognizable characters 
from the material the game is based 


on as DuckTales. 
MUSIC Okay, reader. Just 
what the fuck do you 
expect me to say about the music? 
Are you mocking me by assuming 
that | was going to go into detail on 
how ridiculously awesome the mu- 
sic in DuckTales is? Because I’m not; 
you already know how brilliant it is. 
All of the music - ALL OF THE MUSIC 
- is classic, memorable, and genius. 
Sure, | could tell you about how The 
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Moon's music is one of my favorite 
pieces of audio ever composed by 
anyone, but | was in a Top 10 discuss- 
ing why it's so great. So, watch that 
Top 10 (Video Game Themes) then 
comes back. 


The music is phenomenal, outstand- 
ing, spectacular, glorious, and every 
single adjective in between. If you 
need any more proof, look up the 
soundtrack on YouTube and give it 
a listen. | doubt you won't like what 
you find... Seriously, l'm not going to 
be meticulous about this. If you're on 
ScrewAttack, you know how awe- 
some this music is. It's one of the best 
on the system and one of the most 
well rounded of all time. Honestly, | 
expected better behavior from you, 


reader. 
CONCLUSION oe o 
is one of 
the best games to grace the NES. It 
didn't care whether it was based on 
a cartoon or not; it went for enter- 
taining the gamers AND the fans of 
the show. It may be short and pretty 
easy, but the tight gameplay and 
outstanding music will keep players 
coming back. The design choices are 
a little odd and the one gameplay 
flaw can make for some frustrating 
deaths, but if you're looking for a 
unique platformer that's megatons 
of fun and provides incentive for re- 
playability, you have found your Holy 
Grail. Just watch out; Scrooge might 
break into your house and forcefully 
steal it from you. ` 
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MISSION IMPOSSIBLE: 
GHOST PROTOCOL REVIEW 


by gi Darkhyrulelord 


This shall be my final movie review for a while, for the dark lord needs to fo- 
cus a bit on games, challenges, and lists, right? This film | watched with my 
father not too long ago and (I think) he got this on Netflix so | didn’t have to 
pay diddly to watch it. Hooray! What did I think about this impossible mis- 
sion? Should I have accepted it? Let's find out. 


THE GIST Mission Impossible -- Ghost Protocol 

(or rather) Mission Impossible 4 is an 
action flick where a team of secret spies attempts to stop 
covert acts of terrorism that could destroy the world. 
You know, daily things. The main plot that they have 
to stop deals with this mad rich guy who wants to drop 
atomic bombs on the US. Yeah....that's not a good idea. 
So the government attempts to break out one of their 
most highly trained men in the art of spietry (is that even 
a word) who is held captive in a Russian prison. After 
some...problems and complications, they head out to in- 


NO PLAN. NO BACKUP. NO CHOICE. 
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filtrate a MASSIVE Russian fortress to gain access so some 
confidential data that could stop aforementioned terror- 
ist plot. Of course, it doesn't go as planned and the for- 
tress blows up afterwards by the mad rich guy (I'm going 
to call him that from now on) in order to frame the spies. 
Well, one of them gets captured. He manages to escape, 
and now he must (along with his team) hunt down the 
mad rich guy undercover...since they are still framed for 
the explosion. Does their impossible mission succeed? 
Well, | can't tell you that since that's spoiler-filled. 

First thing | need to say is that the 


TH E GOOD action scenes are AWESOME. And, 


for a movie that relies heavily on the action scenes, they 
really did a great job. Action scenes are varied and imagi- 
native. They range from escape scenes on a skyscraper, 
to a chase scene in a sandstorm, to a fight in a massive car 
lot. The gadgets used in this movie just reek of coolness, 
| especially like those magnetic gloves in that one scene 
where this guy manages to climb up this massive tower 
with only two magnetic gloves (that barely even work). 
I'm not exactly afraid of heights, at that scene still gives 
me the creeps and itis by FAR the best scene in that mov- 
ie. Speaking of good scenes, there are many moments of 
tense anticipation that will keep you on the edge of your 
seat. Stuff goes wrong in this movie, and twists and tums 
will cause you to keep guessing on what will happen 
next. For example, there is one scene where two spies 
try to get past with a device that makes a (somewhat 
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of an) invisible wall, yet one where 
they have to be very deliberate not 
to mess up in. They take their time, 
and just when you think that they are 
safe, something bad happens that 
could cost them the whole mission, 
so they have to improvise quickly. | 
enjoy these small moments a bunch. 
| like the unpredictable nature of this 
film, and this unpredictability will 
keep you on edge until the end. 


While there is a bunch of CGI used 
in the film, the effects are very good 
and don't come off as cheesy or an 
easy alternative to using real-life 
objects. It is clear that they spent a 
whole lot of time in the special ef- 
fects apartment and it shows. | 
certainly felt that | was part of the 
action, which is a very difficult thing 
to pull off indeed. And this was in 
2D. | guess that shows something... 
| like the variety of environments to 
the desert to India to Russia to you 
name it. It is cool that they have like 
a 10 second backdrop of the area to 
give you a feel of where the mission 
will take you next. It kind of reminds 
me of the different acts and areas in 
Metal Gear Solid 4, which is indeed a 
good thing. 


The music of this movie is generally 
very good and it gets you pumped 
up for massive action scenes, but 
its not exactly memorable (except 
for the main theme that everyone 
knows, of course). 
THE BAD The characters re- 

ally aren't memo- 


rable at all to the point the point 
that | forget their names. .....Not cool. 
There was the bad@$$ main spy, the 
female, the computer guy, the noob, 
some other guys, and that's it. Yeah, 
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| have to resort to 
stereotypes...bad, | 
know. The story is 
terribly difficult to 
keep up with. There 
are so many charac- 
ters with their per- 
sonally problems 
that coincide with 
others at nearly the 
same time that it can 
be a bit confusing. 
Its to the point that 
action scenes show 
20 seconds of guy 
A doing something, 
then guy B doing 
something else and 
then switching to 
another character to 
the point that this is 
a bit of a mess. This 
is certainly preva- 
lent around the end 
of the film where 
every single character is fighting 
someone else in a different location. 


The story itself is very hard to fol- 
low, too. They say what happens so 
quickly after an action scene that by 
the end you're thinking, “What the 
heck happened?" and you may be 
thinking that until the end...or maybe 
even forever. These moments where 
they all talk after the action scenes 
are also rather dull in comparison to 
the action scenes. 


So...either don't use them at all, 
make її easier and slower to fol- 
low, or just mash them with action 
scenes...| dunno. Some minor things 
are just....plain DUMB in the movie. 
For example, why would you EVER 
have a retinal scanner sticking out of 
an old, moving train in order for you 
to enter? What terrible en- 
gineering... 


(Spoiler Alert) There is 
one moment where one 
guy...kinda double-crosses 
the team at one point and 
then it seems as if the team 
totally forgets about it later 
on and the guy doesn't do 
anything naughty for the 


—- rest of the film. ....OK why 


even include this in the 
movie? (End Spoiler). 





MISSIDN:IMPNSSIRIF 
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ТНЕ EVIL Fora movie about 

spies infiltrat- 
ing giant fortresses and stuff, it sure 
goes into great detail about to do 
it...... almost as if they encourage 
others to do it step by step. (DUN 
DUN DUUUUN!) Wanna know how 
to sneak by government buildings? 
Look here. Wanna know how to build 
a massive terrorist plot? Look here. 
Itis rather realistic (OK, maybe that's 
stretching it a bit but) it's to the point 
that you could just imagine some of 
these horrible plots happen in real 
life. Time for a nightmare or two. >:) 


А Did that guy who put that retinal 
scanner on the train just wanna be a 
рід jerk. He needs to work for me..... 
MWAHAHAHAHAHAHAHAAA!!! 


THE VERDICT 


This movie is certainly a fun action 
flick that | personally would spend 
more than a dollar for to see. Howev- 
er, the lack of a truly great or evoking 
story is a bit of a setback. Still a heap 
of joy and it surpassed some of my 
expectations when | heard that MI3 
wasn't that great. You should watch 
it if you have the chance if you have a 
craving for action and suspense. 


I give this movie 7.0 Rich Mad Men 
out of 10. This movie is good. _ 
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It's that time of the year again. 
The time where wate ine ia goes 
out and makes their list for Best 
Game of the Year. | too, will jump 
on this bandwagon, and tell what 
| thought where the best games | 
played. 2011 was a great year for 
gaming. So many great games 
came out that its incredibly hard to 
decide just what comes out on top. 
However, before we'll get to that, 
we'll need to explain some rules: 


- | must've gotten and played the game IN 2011 (this 
means that the games | got in 2012 like Ghost Trick, 
Portal 2, and Rayman are out) 


E a 


The game must've come out this year(This means no releases other than the ones in 
2011, like Borderlands and Saints Row 2) 





| must own the game and have played a substantial amount of time with it (because of 
this, Deus Ex is out, because I borrowed it from a friend and couldn't get vey far) 


No remakes (sorry Beyond Good and Evil and Ocarina of Time) 


This is MY list. If your favorite game of this year is Uncharted 3, great, but don't complain 
when it isn't on my list. 


With that out of the way, let's begin the countdown. 


e Pe 


10. FIFA 12 


Don't go away just yet!! l'Il explain everything. 
| know that most sports games are the same 
every year. However, | don't buy them yearly. 
Aside from the World Cup games, the last FIFA 
game | got was FIFA 2004 for the Gamecube. I 
thought it was time for something new. 





It was hard putting this at 10, because this ~ 
spot was essentially reserved for my multipla- 

yer game of the year. It was competing against 
Marvel vs Capcom 3 and Mortal Kombat. Why 

did | choose this? Well, because it was a game 

that | kept coming back to. 





Everytime | beat a game, | decided to play Fifa 
while | was waiting for the next one. It was so much fun, whether you're playing with friends, or if you're 
trying to create the best Virtual Pro you possibly can, l've had so much enjoyment with this game, and | will 
continue with it until | feel its time to pick another one again. It may be just another sports game for some, 
for me it comes nr.10 as my GOTY. 


9, MARIO KART 7 


It's incredible how well the Mario 
Kart formula holds up. Despite 
the fact that most of the games 
are mostly the same, aside from 
new tracks. Seriously, how much 
has changed since Mario Kart 64 
came on the market. Tons of little 
things, but the formula remains 
the same. 
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This is totally okay because 7 
might be the best in the series. 
Not only containing the robust 
online mode that Wii had (except 
this time with Battles as well), and 
adding flight and underwater 
courses bring some more depth 
to the experience. Plus, the addi- 
tion to create Communities 
makes sure that the Friend Code 
problem is mostly resolved 


7 was probably the best way to 
show what the 3DS is capable of. 
| loved its new tracks, online, cus- 
tomizable karts, and just sheer 
sense of fun. A game you proba- 
bly won't be tired of until the next 
one comes. 
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OKAMIDIEN 


The fact that this game exists is nothing short 
of a miracle. The original Okami is one of my 
favorite games ever. | loved its style, its story, 
and gameplay with the Celestial Brush. Despite 
unanimous praise, Okami did not do well, so the 
fact that Capcom made a sequel (even without 
most of the original team) is a miracle. 


| was worried that Okamiden would be di- 
sappointing because of the lack of the original 
developers. Luckily, | was wrong. Okamiden is a 
worthy successor to Okami. The DS proves to be 
the perfect platform thanks to its 
touch screen controls, which are 
better than the Wiimote in Okami. 
Plus, it keeps the style of Okami 
alive despite being on the techni- 
cally inferior DS, probably being 
the best looking DS game there is. 


It's not perfect though, there's a 
lot of backtracking involved, and 
the story, while good, isn't as so- 
lid as the first game. Still, being as 
good would be a Olympian task, 
and Okamiden at least is a wor- 


) in у 
thy successor. And my 8th favorite ff 
game of 2011 


^ 7. SUPER MARIO 30 LAND 



















The 3DS'rough start has been saved now. After a sharp 
price cut and a ton of good games, the 3DS has sold 
quite a bit of units over time. The person that's most 
likely responsible for this is everyone's favorite Italian, 
Mario. Thanks to not 1, but 2 games. Mario Kart 7, and 
most importantly of all, Super Mario 3D Land. 


3D Mario has been tried before on the DS (Super 
Mario 64 DS), but this was the game that perfected. 
Combining the 3D games like 64 and Galaxy with the 
2D games of old, 3D Land always feels fresh, yet with 
a tint of classic. Plus, this game has some of the best 
3D out there. It uses 3D so well for depth and puzzle 
solving that it felt like the first game on my 3DS that | 
had to play with the 3D on. 


It does have its problem, the game is somewhat 
slower than other Mario games, it's also ridiculously 
easy at points. Still, if you have a 3DS, there's really no 
excuse in not getting this game. If you like Mario, you 
need to have this game. 
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& THE LEGEND OF ZELDA; 
SKYWARD SWORD 


OH boy, l'Il be getting a lot of flak for this. Yes, 
Skyward Sword is not my Game of the Year. 
In fact; it doesn't even crack the Top 5. This is 
more my fault than it is the game's. | got the 
game at Christmas and wasn't able to spend a 
whole lot of time with it. I've only beaten like 
2 dungeons. 


Like most, | was somewhat worried that 
Skyward Sword wouldn't be as good as the 
other games in the franchise. | was wrong. The 
motion controls bring in a lot more strategy 
into the battle. Plus, while | haven't played all 
the dungeons yet, the ones l've played (and 
the way to the dugeons as well) are pretty frea- 
kin' cool. Add in some beautiful graphics (des- 
pite some occasion of pixilation and odd lips), 
and a good story which makes you care about 
saving Zelda, and this might be one of the best 
in the series. 


If! had played more of it, | think | would've put 
Skyward Sword a lot higher. In fact, it might've 
been my Game of the Year. So far the game has 
really impressed me, and | hope | get to play more of it soon with the cool Golden Wiimote that | got with it. 


5, A, | | 3 || је 


5 years from now, L.A. will most likely be remembered 
for 2 things. The first being the start of the face recogni- 
tion technology that most games will use then, and for 
its disastrous 8 year long development which eventually 
destroyed Team Bondi. It's a shame it has to be remembe- 
red for that, because the game that came out of it is truly 
something. 





L.A. Noire simply drips with atmosphere, making you feel 
like you've somehow transported to 1940's LA. The story 
is always interesting and exciting, am it helps that most 
of the characters are pretty well defined and developed. 
Most of the action takes place during the interrogation 
part. of the game, and there's something thrilling and 
very rewarding about telling someone they're lying and 
showing the right piece of evidence. 


| never really understood why | suddenly decided to buy 
L.A. Noire. | wasn't interested in it originally, and then all 
of a sudden | just pre-ordered it. I’m glad | did, because | 
got a experience back that no other game will bring me. 
Its sad what happened to Team Bondi, but their legacy 
lives on through this game. LA Noire, | salute you 
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4, POKEMON WATE 


Ever since | was 6, l've been a die-hard Poke-ma- 
niac. Despite the fact that my love for the anime 
and card game has gone the way of the dinosaur, | 
still very very much enjoy the games. 





Pokemon White could very well be considered a 
reboot of the series. You don't get to see the ori- 
ginal Pokemon until you've beaten the game. This 
is the second time | felt that Pokemon made a 
legitimate step towards evolution rather than re- 
hash the same game with new Pokemon (the first 
time was Pokemon Silver). While this series may 
feature the most meh generation of Pokemon, it 
does everything right, from a better story, robust 
online, and plenty of fun when you've beaten the 
game. 


Many games were called the swansong for the DS, 
everything from Ghost Trick to Kirby to Layton was 
called the final breath of the DS. For me, this game 
was Nintendo's tribute to their most successful 
machine to date. Will there be a Pokemon Grey for 
the 3DS? Probably, and I'll buy it because a impro- 
ved White could definitely make things more fun. 





/* * Before the Third, | had never played another Saints Row 
“== game before. | had heard about how critics loved Saints 
45 Ком 2, but | myself never jumped on the bandwagon. Un- 
“= till saw The Third. The trailers simply sold me on the crazy 

- exploits in Steelport. | got it for my birthday, and let's just 
> > say that I'll probably be first in line to get Saints Row 4 


Out of all the games that | got this year, The Third was 
the game | had the most fun with. The game never slows 
- down, and feels like a explosion in a bad taste factory. 
."* Giant purple dildo's, luchdore gangsters, a Tron world, 
“$ zombies, they're all in this game, AND | LOVE IT FOR IT. | 
=, до admit that it does get tiring and everything becomes 
2 the order of the day soon, but for that tiny moment, wow 
does it leave a impact. 


It has its problems though. It doesn't look all that great 
(though it does look a lot better than 2 did), it could slow 
down once or twice, and could've benefitted from the 
Geomod engine (srsly Volition, you made that engine, 
«2 why not use it?). Still, | had tons of fun with this game, 
Кі” запа that gives it more than enough credit to be my 3rd 
favorite game of the year. 
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` 2, THE ELDER SCROLLS V: SKYRIM - 


BWAAH!!!! Skyrim is not number 1?! How can this be?! THWZ 


busy to become one of the most overrated games ever. It’s 
a really good game, don’t get me wrong, but its essentially 
Oblivion 2.0 with some minor tweaks. 


That said, like many, Skyrim absorbed me into its world, and 
didn't let go for a really long time. The game is huge with so 
many area's to explore and quests to do, that it almost be- 
comes overwhelming. It’s also a game that everyone plays 
differently, no one tells the same story or experiences the 
same thing, and its incredible just how addictive the game 
is. 


Kind of lame main quest ending aside, Skyrim is a beautiful 
game that has ingrained itself into popular culture. Skyrim 
is a game that l'Il be playing for years to come, doing so- 
те па different every single time. It may be overrated, bad 
it certainly ain't, and it’s my second favorite game of this. 


So what game has the quality to beat games such as Skyward 
Sword, Skyrim, L.A. Noire, Saints Row, and Okamiden? Well, 
its agamethat not a whole lot of people have played, mostly 
because they couldn't. A game that has been called “one of 
the best in the genre”. | think most of you have already figu- 
red it out, so here goes... MY GAME OF THE YEAR OF 2011 IS... 


1. XENOBLADIE CHRONICLES 


While not the looker and having some bo- 
ring sidequests, Xenoblade does almost 
everything right. It has characters you root 
for and are developed and complex ins- 
tead of the generic JRPG protagonists. 





Its story is epic, tragic, funny, interesting, 
and despite a wonky ending that doesn't 
really work, incredible. The gameplay, whi- 
le not too original, was action packed and 
filled with cool. moments, and the sheer 
scope is enormous, especially for a Wii 
game.A lot of it has to do with expecta- 
tions. | expected a great game and GOTY 
contender from Skyrim, and from Xeno- 
blade | expected a normal JRPG for the Wii. 
My expectations were overwhelmed, and 
lm immensely happy that Nintendo deci- 
| ded to bring this game to Europe. Ameri- 

Good lord | love this game. I'm really disappointed cans, when this game comes, get it, and experience 
= that this game hasn't arrived to the States (it will on the epicness. 

April), because what l've experienced is the revival 

of the JRPG genre, a genre that was on its knees, but Xenoblade Chronicles takes my award for Game of 

finally found its footing again, all thanks to this 1 the Year 2011, and | feel it deserves that every step 

game that charmed nearly everyone who played it. ofthe way. 
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Yakuza: Dead Souls 


KinectRush: 





Silent Hill: Downpour [ ] 

dece A Disney Pixar Adventure 

Naruto Shippuden: AN 

Uitimate Ninja Storm Generations Rayman 3 HD 

Xhox 360 /PS3 PS3 

Jalos of Graces y Armored Core 

FIFA Street ` Resident Evil: Operation Raccoon City 
W.A.R.P. S Sniper: Ghost Warrior 2 








| | Confirm |. | Expected to be release [Bil No 


NEXT MONTHS: 
EN 


Total War: Shogun 2- Fall of the Samurai > 
1 


Tiger Woods PGA Tour 13 
Kinect Star Wars 

Capcom Digital Collection Deadliest Warrior: Ancient Combat 
Rayman Origin’s (PG) tot 
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Mass Effect 3 


PE Khox360/PS3 
IF. Street Fighter X Tekken 
Fractured Soul > 


| Ridge Racer: Unbounded 
Binary Domain e 

| Silent Hill HD Collection 
Mortal Kombat: Komplete Edition 


Barbarian:The Death Sword 


shin Megami Tensei: Devil Survivor 2 
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Xboxlive 1 
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= | Release Dates meri February 20, 2012. 
Confirm/Ru mor Game's release dates may change during the month. 





Max Payne 3 
GhostRecon Future Soldier 


UFG Undisputed 3 
sniper Elite V2 





Damage Inc. Pacific Squadron WWII 
— Gungnir 
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